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(57) A fruit machine, in addition to 
offering the usual spin of several 
drums, has a separate feature, 
randomly available, in which the drum 
positions are shuffled. This may be 
done automatically or at the 



instigation of the player and the result 
is the drums moving, not necessarily 
in the same direction and possibly 
reversing at least once after a random 
number of symbols, to assume 
different positions. The different 
symbol combination may result in a 
prize. This feature may be available 
before or after a normal drum spin, 
and does not preclude other features 
such as "holding" or "nudging". 
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SPECIFICATION 

Improvements relating to coin-operated 
gaming or amusement machines 

This invention relates to coin-operated or coin- 
5 freed gaming or amusement-with-prizes machines, 
and the term "coin" is intended in the 
Specification to embrace tokens which can be 
obtained from the proprietor of the machine in 
exchange for normal money. 

1 0 The invention is concerned with machines of 
the kind in which a series of symbols carried by 
rotatable drums, reels, discs or their equivalents, is 
displayed to view in a line. For convenience, 
reference will henceforth simply be made to 

1 5 drums. When the machine is operated by insertion 
of a coin, and possibly also by depression of a 
lever or pressing of a button or the like, the drums 
rotate and stop in an apparently random manner, 
and if the symbols in the resulting line are in a 

20 winning combination, a pay-out mechanism is 
operated and a prize is awarded and indicated. 

In order to add to the interest of such 
machines, it is common to add an extra 'feature' 
by which there is occasionally the chance of a 

25 prize being awarded for some occurrence beyond 
the simple arrival of the drums, after their initial 
spin, at a particular combination line. It has been 
proposed to enable the player to adjust the 
position of the drums by indexing them fowards 

30 (or backwards) by what has become known as a 
'nudge' button. Normally, the player can see the 
symbol in the position adjacent the combination 
line and can thus predict the result of the nudge 
adjustment. If this brings up a winning 

35 combination line, then a prize is awarded. 

It is the aim of this invention to introduce some 
more variety and excitement into this adjustment 
of the drums. 

According to the present invention there is 

40 provided a coin-operated or coin-freed gaming or 
amusement-with-prizes machine of the kind 
described and including a randomly enabled 
feature in which at least one drum or its equivalent 
is indexed at random in either direction apart from 

45 the normal spin. 

This feature, intended to be known as a 
"shuffle" and referred to as such in this 
specification, does not preclude the existence of 
other features, such as the well known nudge, 

50 either in its simple one-way form or with two-way 
selection. 

This shuffle feature may be made available 
to the player who would then have to initiate the 
indexing by, for example, pressing a button, or the 

55 machine itself could cause the indexing. The first 
version is preferred, and generally a single button 
will cause all the drums to shuffle independently 
of each other. However, it is possible to have 
individual shuffle buttons for each drum. 

60 The player achieving this shuffle feature 

does not know in which direction the drums may 
turn or how many indexing steps there may be, 
and being able to see which symbols are adjacent 
those on the combination line does not give him 
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65 any certainty that he will bring them onto the line 
to achieve a prize. 

Preferably, the indexing is reversible at 
random by the machine at least once within the 
same feature play. Thus, the drums may go 

70 forwards and then suddenly reverse without 
warning to the player. His expectations of 
achieving a win may therefore be suddenly 
frustrated, or it could work to his advantage by 
one drum turning back to a symbol which, in 

75 combination with symbols on the other drums 
(which may be indexing in a different manner or 
not at all) can give a prize. 

There may be provision for the player to stop 
the drums while they are shuffling, or that 

80 stopping may be determined by the machine, 
generally at random but possibly after a 
predetermined number of indexing steps, although 
in order to avoid predictability that number might 
change in a lengthy cyclic sequence. 

85 It is not necessary that the drums have to 
spin first. The shuffle feature may be available 
immediately on insertion of a coin, and could, for 
example, then be used to remove a winning 
combination from a previous game. If immediate 

90 use of the shuffle feature results In a winning 
combination, then generally there will be a pay- 
out and completion of that game without the 
normal drum spin. 

In the preferred form the machine will also 

95 have a 'hold' facility for each drum, conveniently 
operated by buttons in conventional manner. 
Frequently, when a drum can be held it shows a 
symbol not worth holding. If this shuffle feature is 
simultaneously available, the player can opt to use 
1 00 that first, hopefully to obtain a better combination 
before holding any promising symbols and 
spinning the remaining drum or drums, or perhaps 
nudging them if that further feature is also 
available. This tactic is obviously attractive if the 
1 05 number of nudges is limited and the first 

combination line of symbols can be seen not to be 
immediately nudgeable into a win. However, there 
are alternative approaches when the hold and 
shuffle features are both available. For example, 
1 1 0 the player could hold one or more drums before 
operating the shuffle, which would then cause the 
remaining drum or drums to index randomly. This 
could cancel the facility subsequently to shuffle 
the initially held drums, but the present intention 
115 is to allow the player then to play a normal game, 
spinning all the drums, giving two chances of 
achieving a winning combination. 

Generally, it is possible to have a machine with 
this. shuffle feature and any other feature, and the 
1 20 order in which the shuffle feature and any of the 
other simultaneously available features can be 
played may be predetermined (for example 
shuffling may have to be done before nudging) or 
at the discretion of the player. 

125 CLAIMS 

1 . A coin-operated or coin-freed gaming or 
amusement-with-prizes machine of the kind 
described and including a randomly enabled 
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feature in which at least one drum is indexed 

through at least two symbol positions to change 30 

the symbols on the combination line. 

2. A machine as claimed in claim 1 , wherein the 
indexing is initiated by the player. 

3. A machine as claimed in claim 2, wherein the 
player can initiate the indexing of selected drums. 35 

4. A machine as claimed in claim 3, wherein the 
selection is made by operating elements 
associated with respective drums. 

5. A machine as claimed in claim 2, wherein the 
player can initiate the indexing of all the drums by 40 
a single operating element. 

6. A machine as claimed in claim 1 , wherein the 
indexing is automatically generated by the 
machine on occurrence of the feature. 

7. A machine as claimed in claim 6, wherein all 45 
the drums are indexed on occurrence of the 

feature. 

8. A machine as claimed in claim 5 or 7, 
wherein each drum has a randomly available hold 
facility operable by the player who can thus 50 
prevent indexing by selected drums. 

9. A machine as claimed in any preceding 
claim, wherein at least one drum is indexed in the 
opposite direction to another drum. 

1 0. A machine as claimed in any preceding 55 
claim, wherein the indexing is reversible at 



random by the machine at least once within the 
same feature play. 

1 1. A machine as claimed in any preceding 
claim, wherein the indexing is stopped at random 
by the machine. 

1 2. A machine as claimed in any one of claims 
1 to 1 0, wherein the indexing is stopped after a 
predetermined number of steps by the machine. 

1 3. A machine as claimed in any preceding 
claim, wherein there is provision for the player to 
stop the drums while they are indexing. 

1 4. A machine as claimed in any preceding 
claim, wherein the feature can become available 
without a previous spin of the drums. 

• 1 5. A machine as claimed in claim 1 4, wherein 
the drum spin can become available after use of 
the feature. 

1 6. A machine as claimed in claim 1 5 as 
appendant to claim 8, wherein the hold facility is 
usable either during the feature or during the drum 
spin. 

1 7. A machine as claimed in any preceding 
claim, and including a further randomly enabled 
feature allowing the player to index any selected 
drum one position in either direction. 

1 8. A coin-operted or coin-freed gaming or 
amusement-with-prizes machine substantially as 
hereinbefore described. 
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